YELLOW DIAMOND 


Huge gem (diamond), lawful evil 


Armor Class 22 (natural armor) 
Hit Points 326 (21d12 + 189) 
Speed 60 ft. 


STR DEX CON INT WIS CHA 
29(+9) 18(+4) 28(+9) 23(+6) 19(+4)  23(+6) 


Saving Throws Con +16, Int +13, Dex +11 

Skills Athletics +16, Intimidation +13, Performance 
+13, History +13, Insight +11, Acrobatics +11 
Damage Resistances lightning 

Damage Immunities poison 

Condition Immunities disease, poisoned, exhaustion 
Senses passive Perception 14 

Languages Gem, others 

Challenge 24 (62.000 XP) 


Legendary Resistance (3/Day). If the Diamond fails a 
saving throw, she can choose to succeed instead. 


Blitzing Charge. If Yellow Diamond moves at least 30 ft. 
straight toward a creature and then hits it with a melee 
attack on the same turn, that target must succeed ona 
DC 24 Strength saving throw or be knocked prone. If the 
target is knocked prone (or was already prone), the 
Diamond can make one stomp attack against it as a 
bonus action. 


Electric Aura. A creature takes 6 (1d10) lightning 
damage whenever it hits Yellow Diamond with a melee 
attack while she isn’t incapacitated. 


Giant Woman. The Diamond deals double damage to 
objects and structures. 


Innate Spellcasting. Yellow Diamond’s innate 
spellcasting ability is Charisma (Spell save DC 21). She 
can innately cast the following spell, requiring no 
components: 


At will: Otiluke’s Resilient Sphere 


Shapeshifting. Yellow Diamond can use an action to 
shapeshift into a Huge or smaller humanoid or beast 
that has a challenge rating equal to or less than her own, 
or back into her true form. Any equipment she is 
wearing or carrying is absorbed or borne by the new 
form (her choice). In a new form, Yellow retains her 
game statistics and ability to speak, but her AC and 
movement modes, as well as her Strength and Dexterity 
scores, are replaced by those of the new form. She gains 
any statistics and capabilities (except class features, 
legendary actions, and lair actions) that the new form 
has but that she lacks. 


Gem nature. If Yellow Diamond drops to 0 hit points, 
she is not destroyed instantly. Instead, her physical form 
vanishes, leaving behind a Tiny yellow diamond that is 
the core of her being. The diamond has AC 30 and 30 hit 
points. It is resistant to all damage, and immune to 
poison, psychic, necrotic and acid damage. Yellow 
Diamond reforms around it with all her hit points 
within 1d10 hours unless it is destroyed. If Yellow is 
reduced to 0 hit points as a result of a critical hit, the 
diamond takes the same amount of damage, and may be 
shattered instantly. 


ACTIONS 


Multiattack. Yellow Diamond makes two melee attacks. 


Slam. Melee Weapon Attack: +16 to hit, reach 10 ft., one 
target. Hit: 26 (3d10 + 9) bludgeoning damage plus 17 
(3d10) lightning damage. 

Kick. Melee Weapon Attack: +16 to hit, reach 5 ft., one 
target. Hit: 26 (3d10 + 9) bludgeoning damage. If the 
target is a Large or smaller creature, it must succeed on 
a DC 24 Strength saving throw. On a successful save, the 
creature is pushed 10 feet away from Yellow Diamond. 
On a failed save, the creature is hurled up to 60 feet 
horizontally away from the Diamond, landing prone and 
taking 1d8 bludgeoning damage for every 10 feet it was 
thrown before hitting the ground or a hard surface. 


Stomp. Melee Weapon Attack: +16 to hit, reach 5 ft., one 
prone creature. Hit: 31 (4d10 + 9) bludgeoning damage. 


Destabilizing jolt. Yellow Diamond shoots a stream of 
energy that connects to a creature she can see within 
100 ft. of her. The target must succeed on a DC 21 
Constitution saving throw, taking 55 (10d10) lightning 
damage on a failed save or half as much damage ona 
success. If a gem fails its saving throw against this 
power, it is instantly reduced to 0 hit points. 


Aura burst. Yellow Diamond gains a +4 bonus to her AC 
and Strength, Dexterity and Constitution saving throws 
until the start of her next turn; during this time, the 
damage of her Electric Aura trait increases to 11 (2d10). 
She can also end any or all effects that grappled or 
restrained her, provided that those effects can normally 
be ended by making an ability check or saving throw. 


LEGENDARY ACTIONS 


Yellow Diamond can take 3 legendary actions, choosing 
from the options below. Only one legendary action 
option can be used at a time, and only at the end of 
another creature’s turn. The Diamond regains spent 
legendary actions at the start of her turn. 


Attack. The Diamond makes one slam or kick attack. 
Rush. The Diamond moves up to her speed. 


Rapid warding (Costs 2 actions). The Diamond uses 
her aura burst action. 


Jolt (Costs 2 actions). Yellow Diamond uses her 
destabilizing jolt action. 


